NAME-GIVER RACES 


Many of my people say the other races are too big, take up too much space, and use up 
too much air. Theirs is a short-sighted view — they fail to see the irony. After all, what a 
boring place the world would be if there was no one to make fun of! 


Many different species and races of sentient beings popu- 
late the world of Earthdawn. This chapter describes the most 
numerous races in the region of Barsaive. They vary in size and 
shape, color and culture, and together bring the game world to 
life. These races are all Name-givers. 

Your character will belong to one of the major races of Barsaive. 
In this fantasy world, the word “race” means the same as and 
replaces “species.” Besides the human race there are elves, trolls, 
and even more exotic races such as the obsidimen and the t’skrang. 
The descriptions in this chapter provide basic information about 
each of the races populating the world of Earthdawn. 

These descriptions contain broad generalizations. Though we 
may say that orks are slow-thinking but quick-tempered, you may 
choose to play your character differently, creating an ork who is 
quick-thinking and quick-tempered. Players are always free to 
customize their characters. When roleplaying, remember that 
other races, particularly gamemaster characters, may treat your 
character as though he or she is merely a stereotyped version of 
the description given here. You may even be able to take advan- 
tage of their misconceptions. 

Also included in this chapter are some suggestions for role- 
playing each race. Players are encouraged to use this information 
as a guide to enhance, not limit, game play. 

More detailed information on each race can be found in the 
Name-giver’s Compendium. 


INSAIP BETWEEN 
THE RACES 


The elves possess fragmentary 
records claiming that dwarfs, elves, 
humans, orks, and trolls are 
profoundly similar members 
of a single, as-yet-unnamed 
species. 

Most scholars no longer 
accept this opinion as valid. 
Theran scholars, especially 
those in the school of Darok 
Thanalea, believe that the 
current high level of magic 
increases the differences 
between the races. 


— Seethian, Windling 


ASA SA 


King Varulus was a wise ruler. Young Neden seems a bit hasty 
in his policies. We need to trade with everyone in Barsaive, that 
much is true. But just because I trade with the t’skrang doesn’t 

mean I want one of their damned lizard tongues in my cask of ale. 


— Counselor Holliz of Throal 


A A A 


WARVES 


Dwarfs are of stocky build, with an average height of 4 
feet and weight of 120 pounds. Their skin tone ranges from pinkish 
white to dark ebony. Some reports seem to indicate possible other 
skin colorations, but these variations are more likely the result of 
ritual tattoos begun during the time dwarven groups began to seal 
themselves off from the Horrors. 

Dwarf hair grows in abundance, particularly the hair on their 
heads. Dwarfs are broad-chested, tough, and strong for their size. 
They are slow runners, as their legs are disproportionately short 
for even their squat bodies. Dwarf ears usually come to a gentle 
point on the tip, though less pronounced than elven ears. Dwarfs 
reach physical maturity sometime after 10 years of life, and their 
lifespan averages 100 years. 

Dwarfs organize themselves into families, tribes, and nations. 
Though their social instincts comfortably embrace the idea of 

kingdoms and nations, a dwarf’s first loyalty is to 

family and tribe. A gift for large-scale orga- 

nization and unshakable loyalties come 

naturally to dwarfs, as they are 

aggressive, quick to latch onto 

a single solution, and quite 

stubborn. Even other dwarfs 

admit that members of 

their race often seem curt 

and lacking in social 
graces. 

Dwarfs prefer to 

live underground 

or as close to the 

earth as_ possible. 

While not adverse to 

travel and life above 

ground, they often 
develop a “home sick- 
ness” for subterranean 
life. Dwarfs generally 
dislike traveling on riding 
animals, as their short legs 
make them ungainly riders. 
Their short legs also make 
them poor swimmers, so they 
dislike traveling over open water. 
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ROLEPLAYING FINTS 


The three aspects central to dwarf characters are the dwarfs’ 
view of themselves as builders, their sense of loyalty, and their 
connection with the earth. 

Dwarfs love to build, and they take immense pride in their 
ability to construct anything from a house to a poem to a system 
of government. They particularly love to work with their hands 
and are taught at least one craft from a very early age, becoming 
extraordinary craftsmen by the time they reach adulthood. 
Virtually all dwarfs, whether craftsmen or not, own tools of some 
kind. As a natural extension of a dwarf’s love of building, a dwarf 
craftsman values his tools very highly. 

Adepts count as their tools not only the appropriate artisan 
tools, but also their weapons, armor, and adventuring equipment, 
taking as good care of them as of chisels, quills, and needles. A 
player might decide that his character exhibits this trait as a 
personality quirk; perhaps the character cleans his tools every 
day without exception, pursuing that task as devoutly as his 
Karma ritual. Such a roleplaying quirk might have interesting 
consequences for adventurers exploring a ruined kaer or citadel. 
Another way of expressing this trait might be to have a craftsman 
character be extremely sensitive about his tools. Perhaps he 
becomes agitated whenever someone else touches them or asks 
to use them; he may even go so far as to treat his tools better than 
his traveling companions! 

Loyalty is another trait that influences almost every aspect of 
a dwarf’s life. Depending on where a dwarf hails from, he may 
feel intense loyalty to family, tribe, nation, and/or kingdom. A 
dwarf born and raised in a village in the hinterlands may feel no 
loyalty to a kingdom such as Throal, but he will owe strong alle- 
giance to his family and perhaps to his tribe. A dwarf from Throal 
might show as much loyalty to that kingdom as to his family. In 
general, dwarfs feel less strongly about tribal and national loyal- 
ties since the Scourge, but those loyalties still may show up as 
bouts of good-natured rivalry between dwarfs of different tribal 
or national backgrounds. Determining where a dwarf character’s 
loyalties lie can serve as an excellent roleplaying hook, particu- 
larly when attempting to resolve ethical dilemmas. 

Players should give careful consideration to a dwarf charac- 
ter’s family, as it is to family that dwarfs owe their primary loyalty. 
Is the character married? Is he a parent or grandparent? Is the 
character the eldest, youngest, or a middle child? If forced to 
choose between supporting two family members, whom will the 
character choose, and why? Every dwarf character must also deal 
with the common belief among other Name-givers that all dwarfs 
feel loyal to Throal. Many dwarfs loudly and frequently oppose 
the doings of the dwarf kingdom; some see Throal’s actions as 
harmful and feel more loyalty to the province as a whole than to 
the Throalic government. Because other characters automati- 
cally will perceive a dwarf character as loyal to Throal, the player 
should decide what his character actually thinks and feels about 
that kingdom. 

A dwarf’s affinity for and connection to the earth also pres- 
ents interesting possibilities for roleplaying. Most dwarfs prefer 
to live beneath the earth, or at least on it. Few consent to live in 
a set of rooms above the ground floor of a building, for example, 
even temporarily. Many dwarf travelers insist on ground-level 
accommodations wherever they stay, willingly paying extra for 
such a room if necessary. 

On the same general principle, dwarfs prefer walking to 
riding horses or mules because riding separates him from the 
earth. This preference for walking may slow down a dwarf’s trav- 
eling companions unless they can reach some compromise. Many 
dwarfs will ride in a cart or wagon of dwarf craftsmanship and 
will gladly pay to hire one; airship travel makes a dwarf some- 
what uncomfortable, but he can deal with not being able to touch 
the earth as long as he can see it. Most dwarfs refuse point blank 


to travel over large bodies of open water because such a journey 
takes them out of sight of the earth as well as out of touch with it. 

The sheer numbers of dwarfs living in Barsaive and the 
pervasiveness of their language also should affect the players’ role- 
playing. Because dwarfs are more populous than any other race 
in Barsaive, player characters should expect to find dwarfs living 
in almost every corner of the province. The number of dwarfs in 
Barsaive allowed them to develop a larger, more complex society 
than any other race; that, and the elevation of their Throalic 
language to the province’s common tongue, prompts most dwarfs 
to consider their race as the “elder sibling” of the other races. This 
attitude also may serve as a broad hook on which to hang a char- 
acter trait; the big-brother routine can come across as particularly 
grating or condescending, among other things. 

Players can use the pervasiveness of the dwarf language in a 
number of ways. A dwarf will be able to communicate with the 
local folk in his own native language almost everywhere he travels 
because virtually everyone in Barsaive speaks Throalic, and most 
know it better than they do their own racial language. Even in 
the few racially pure areas that use a different primary language, 
the inhabitants know Throalic well enough to understand it. In 
many circumstances, this easy communication can make trav- 
eling across Barsaive less hazardous, though using Throalic in 
lands occupied by the Theran Empire can buy a dwarf character 
considerable trouble. The wide-spread use of Throalic leads some 
dwarfs to become complacent about learning other languages; 
these few never bother to learn any other tongue. 


COMMEN DISCIPLINES 


Dwarfs most often follow those Disciplines focused on study 
or building, two activities they value highly. This includes the 
magician Disciplines and the Weaponsmith Discipline. Many 
dwarf adepts also follow the Discipline of the Warrior. Somewhat 
fewer dwarfs follow such specialized Disciplines as the Archer, 
Beastmaster, Swordmaster, Thief, and Troubadour. 

Few dwarfs follow Disciplines that take them away from 
contact with the earth, such as the Air Sailor, Cavalryman, and 
Sky Raider Disciplines. 


aA A A 


Our great Queen’s bright, terrible beauty shines like a beacon. 
Her whole court reflects that beauty, and reflects the choices made 
by the elves of Blood Wood. I think we must soon choose again, 

this time for ourselves. I think we should choose a different path. 


— Elven Elementalist Furnithann in a letter to 
his friend, the Nethermancer Mestoph 


A A A 


LVES 


Elves grow to an average height of 6 feet 3 inches, and 
weigh an average 150 pounds. Elven facial features appear 
completely symmetrical, often flawless, and many of the other 
races of Barsaive find elves attractive. Elven skin color varies 
wildly by tribe and region, but the most common are pure white, 
pink, tan, brown, and midnight black. Elves with skin of a pale 
green or iridescent, pearly color called cetharel exist, but remain 
rare. Elves produce sparse body hair, but grow luxuriant facial 
and head hair, often in uncommon colors. In addition to white, 
blond, brown, and black, naturally occurring violet, blue, and 
even metallic colors have been seen. 

Elves have elongated, sharply pointed ears and move with 
unmatched grace, but the slight build that makes that graceful- 
ness possible also makes them vulnerable to injury. They have 


long legs for their height. Elves reach physical maturity in their 
twenties, and enjoy a natural life span of 300 years. Some records 
show individuals living up to 400 years. Legends speak of some 
elves rumored to live even longer. 

Elves give their primary loyalty to their family, 
rather than the tribe or nation, and consider 
blood ties the most binding relationship 
of their lives. Before the Scourge, 
most elves in Barsaive felt some 
loyalty toward the Court at 
Wyrm Wood, which stood 
as the center of elf culture. 
Since the Scourge, and 
the corruption of Wyrm 
Wood, this loyalty has 
generally been replaced 
by a sorrow for what 
has been lost. 

Elves prefer to 
establish and __ live 
in small communi- 
ties, and elven cities 
generally consist of a 
loose confederation of 
villages grouped into 
neighborhoods. Elves 
may also live in human 
or dwarf settlements, but 
rarely feel anything more than 
a congenial friendship for such a 
settlement. 

Elves prefer living in wilderness 
areas. They construct dwellings and other 
structures from living plants, integrating their 
community with the surrounding natural world. They 
find underground settings uncomfortable, and may experience a 
kind of claustrophobia in human or dwarf settlements if unable to 
visit a wilderness area two or three times a year. 

Many elves follow a spiritual way called Draesis ti’Morel, or 
the Wheel of Life. The Wheel is made up of five paths: the Path of 
Warriors, the Path of Scholars, the Path of Travelers, the Path of 
Sages, and the Path of Lords. Each path is traditionally associated 
with certain Disciplines, as well as other ritual symbols such as 
colors and elements. 

Elves with a more traditional mindset are called Sa’mistishsa, 
or “strict followers,” and strive to adhere to the ancient traditional 
associations of each Path. Other elves are Dae’mistishsa, or “free 
followers,” and view the Paths as metaphors that represent the 
different stages of life’s road. 


ROLEPLAYING AINTS 


More than other races, the elven people attempt to live their 
lives in such a way that they integrate all aspects of their culture 
and personalities into a seamless whole. Players creating elf 
characters should consider how to combine the racially specific 
aspects of their character, like pride in their culture and sorrow 
for Blood Wood, with all other elements of the character’s life. 

For most elves, the most basic part of their being lies in their 
connection to nature and the world around them. The elven 
people consider themselves defenders of nature; its destruction 
always destroys a bit of the elven people, too. Elves design all their 
rituals to preserve harmony with nature, try to capture nature’s 
beauty in art and craftsmanship, and keep alive those traditions 
that honor and revere nature. 

Artistic endeavor offers the elves a way to express their love 
for and reliance upon nature. All elves learn many different forms 
of artistic expression beginning soon after they are born, and most 
continue to practice at least one art form throughout their lives. 


Many elven adepts choose a racial art form as their Artisan Skill. 
Elven Troubadours often hone their traditional music and dance 
skills to prove they remain untouched by the Horrors, and elven 
magicians commonly embellish the embroidery on their robes 
with the unique threads created by elven textilers. 
Traditions inspire every part of elven life, 
and the traditions of his culture are an 
integral part of an elf's upbringing. 
Beyond the traditions they main- 
tain through their rituals 
of nature, and more than 
the traditional art forms, 
cultural traditions guide 
and influence elves 
throughout their lives. 
The rituals and customs 
a player gives his elf 
character can help 
emphasize this aspect 
of the elven race. A 
player might choose to 
create specific cultural 
traditions for a char- 
acter raised in one of 
the elven communities 
that lie deep within the 
forests of Barsaive or may 
adapt a forest tradition for 
an elf family that has lived in 
a city for generations. 

While elves cannot be character- 
ized as humble, openly demonstrating 
their pride in their ancient traditions, they 

tend to keep any feelings of superiority over 

other Name-giver races to themselves; it becomes a 

more subtle aspect of their personality. The elven population of 

Barsaive must also constantly struggle with the knowledge of the 
existence of the blood elves. 

Rather than regarding elves with awe, the other Name-giver 
races often look down on all elves as corrupt because of the choices 
made by the blood elves. Because their traditions make up such a 
fundamental part of their personality, many non-blood elves feel 
a deep sense of loss at their separation from Wyrm Wood (now 
Blood Wood). Their lack of contact with the historical seat of their 
culture and government causes these elves further anxiety; the 
anguish they feel colors all their perceptions, affecting every part 
of their lives. 


COMMON DISCIPLINES 


Elven characters most commonly follow those Disciplines 
they consider more refined or requiring greater focus. These 
Disciplines include the magician Disciplines, the Archer, 
Beastmaster, Scout, Swordmaster, and Troubadour. 

Less popular Disciplines for this race include the Air Sailor, 
Thief and Warrior. Elves rarely follow the Cavalryman and 
Weaponsmith Disciplines. 
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A A A 


Thera and the kingdom of Throal. Those are the giants strad- 
dling this land. Our best strategy is to keep to ourselves, choose 
only if we must, and then choose Throal. Dwarf condescension is 

easier to shrug off than Theran shackles. 


— Adviser Kaj Ther of Landis 
A A A 


UMANS 


Humans average 5 feet 7 inches in height and weigh an 
average of 150 pounds. They produce less body hair than most 
races, but more than elves. Skin tone ranges from ebony to tan 
and pinkish-white. Their ears are small and rounded. Humans 
reach physical maturity in their teens and live a natural life span 
of 75 years, though individuals have been known to live 100 years 
or longer. 

Humans feel a natural loyalty to their families. Inclined to 
form social groups, humans easily transfer this loyalty to tribes, 
cities, or kingdoms, though they do not adapt to large-scale 
society as well as dwarfs. This reluctance to pledge allegiance 
to a government does not prevent them from quickly adapting 
dwarven advances into their own cultures. 

Humans prefer to live in roofed dwellings, clustered with 
others of their kind. They have adopted the dwarven invention of 
the city, though many human cities spring up in too haphazard a 
fashion for dwarven tastes. Most humans find elven communities 
unsettling. 

Humans display a wider variety of cultural practices than 
any other race in Barsaive. As a result, few generalizations about 
human culture can be made. 


ROLEPLAYING FINTS 


The keys to a human character are adaptability and versatility. 
As much as any other trait, these two represent what it means to 
be human in Barsaive. Humans are the most ordinary race of all 
the Name-givers of Barsaive, and while other races 
think of this as a disadvantage, most humans 
consider it their greatest advantage. 
Freed from the necessity of 
devoting constant effort to 
reminding other races of how 
special they are, humans 
have a way of thinking and 
acting that allows them to / 
readily adapt to a variety / 
of environments and 
situations and they feel 
no need to conform 
to or deny a stereo- 
type. Their flexibility 
allows humans to be 
the only race among 
the Name-givers able \ 
to follow the majority \ 


of Disciplines. 

Their ability and wi 
llingness to restrain their Aue 
racial pride makes humans \ ‘9 


very good at negotiation, espe- 
cially when dealing with more 
than one other race. Their unique 
viewpoint of the world helps them see 

the larger picture and gives them a wider 
perspective. 


COMMEN DISCIPLINES 


In accordance with their world view of adaptability and 
versatility, human characters follow the majority of Disciplines 
available in Earthdawn with equal frequency. Humans do not 
choose to follow certain Disciplines more often than any others. 
Human characters do tend to use the Versatility talent to learn 
talents from other Disciplines, and learn multiple Disciplines 
more often than other Name-giver races. 


A A A 


Listen to the rocks of the earth. Those around you want to 
hurry, for they listen to the waters of their blood and the fire of 
their hearts. You are hewn from living rock. Listen to the rocks of 
the earth. The call of those around you is the call of the volcano. 
The fire of other hearts burns hot enough to melt your world 

around you. Listen to the rocks of the earth. 


— Saying from “The Liferock,” Dwarven translation 


A A A 


OssiDiMEn 


e Obsidimen are tall, reaching an average height of 7 
feet 3 inches. Seen from a distance they seem squat, because 
their massive average weight of 900 pounds offsets their height. 
Their craggy skin and bodily tissue incorporate the properties of 
stone, and the most common coloration is black or gray. Their 
blood is blue-gray. The skin of a few obsidimen shows veins of 
semi-precious stone, such as tourmaline. Obsidimen are mostly 
hairless and have internal ears completely covered by a thin layer 
of skin. 

Obsidimen do not have a gender, nor do they reproduce 
as other races. They are ‘born’ by emerging from a Liferock, a 
large stone formation imbued with a spirit of elemental power. 
Obsidimen feel loyalty to their Liferock, and their Brotherhood— 
the other obsidimen connected with his Liferock. These loyalties 
only loosely resemble human or ork loyalties to a tribe. Obsidimen 
do not form villages or cities, though they may erect ceremo- 

nial structures on or near their Liferock. 
Obsidimen mature over the first century 
of their life, which they spend attached 
to their Liferock. During this time, 
the obsidiman communes with the 
elemental spirit of his Liferock and 
the other obsidimen attached to 
it in a state called the Dreaming. 
After this learning period, they 
are given their Name, and are 
free to travel the land as they 

wish. 

Obsidimen will return 
to their Liferock from 
time to time to share their 
experiences with their 
brotherhood. As they age, 
obsidimen spend more and 

more time attached to their 

Liferock; they may spend 
decades showing no sign of 
being aware of their surround- 
ings, then emerge again in a time 
of crisis. The average obsidiman has 
a lifespan of approximately 900 years, 
but much of the later centuries will be spent 
attached to his Liferock. 


ROLEPLAYING AINTS 


Because the nature and ways of obsidimen are most alien 
to human experience, even the most advanced roleplayers will 
likely find portraying a 7 foot tall, 900 pound, stone-like being 
a challenge. Though often called “rock-men,” obsidimen 
actually are formed of a unique blend of solid 
earth and an elemental earth spirit. Like any 
other Name-giver race, they need air to 
breathe and food and drink to survive. 
They can be wounded, even killed; 
a sword slash will make an obsi- 
diman bleed as readily as any 
other type of character. 

While a part of every 
obsidiman comes from 
astral space, they have 
no more insight into 
the workings of the 
astral plane than any 
other Name-giver race 
in Barsaive. Their dual 
nature as beings part 
physical and part spirit is 
simply what they are. At 
best, the elemental compo- 
nent of an obsidiman’s being 
inclines him toward a spiritual 
outlook on life, giving him an 
instinctive understanding of his 
small part in the universe around him. 
Curious by nature, many obsidimen are 
motivated by this self-knowledge to travel 
the world, seeking knowledge of all its aspects in 
order to better understand their role in the universe. 

Though other Name-givers commonly refer to obsidimen 
as “he,” this race has no gender in the human sense of the term. 
Obsidiman adventurers, who spend considerable time with other 
Name-givers, often adopt behaviors common to men or women of 
other races to make their companions more comfortable, but each 
obsidiman character chooses to be “male” or “female.” Players 
who wish to roleplay female obsidimen, therefore, may do so. 

An obsidiman’s Liferock and his Brotherhood represent to him 
what loved ones and friends are to humans. The Liferock serves 
as an obsidiman character’s “parents,” and his Brotherhood as his 
family. An obsidiman will react to any threat or affront to either 
with fierce, often violent, anger. Though even tempered and level- 
headed in most instances, an obsidiman roused to anger or action 
stands among the fiercest of Name-givers, easily rivaling orks and 
trolls. 

Obsidimen rarely react angrily to personal insults; few obsi- 
dimen care to waste the time and energy required for anger on 
the fleeting sting of an insignificant word. Any insult aimed at 
the Brotherhood or Liferock, however, denigrates all that an obsi- 
diman loves most, and so no obsidiman will let such a taunt pass. 
Some obsidimen take such insults as affronts against the earth 
itself, which further fuels their outrage. 

Because an obsidiman is part and parcel of the earth, his 
connection to nature is stronger than that of other Name-giver 
races. Obsidimen rarely take any natural phenomenon for granted, 
but appreciate them all as wonders. They take great joy in the 
sight and smell of a flower bed coming into bloom, the music of a 
wildly rushing river or waterfall, or the violent beauty of a raging 
thunderstorm. Obsidimen particularly love trees; trees are made 
of wood and an elemental wood spirit, and obsidimen therefore 
regard them as brothers. Any defilement of nature rouses obsi- 
dimen to anger as fierce as if their Liferock had been harmed. 

Obsidimen feel intense curiosity about the behaviors of the 
other Name-giver races, whom they fondly refer to as energy- 
wasters. Because obsidimen live for 900 years, they perceive time 


differently than those with shorter life spans, and so they do not 
understand the pace at which other races live. They find particu- 
larly puzzling the urgency with which other races often insist on 
performing tasks; when told that a certain thing must be done 
quickly, obsidimen wonder why the task could not wait until 

the next day or even later. When necessary, however, 
the slow-moving obsidimen act with an 
immediacy that other Name-givers 
find impressive. 

Obsidimen also _ find 
other behaviors common 
to their fellow Name-giver 
races incomprehensible 
but fascinating, including 
the intense emotionalism 

of t’skrang and windlings, 
the “unbalancing” aggres- 
sion common to orks 
and trolls, the dwarfs’ 
insistence on tinkering 
with everything in their 
path, and the fear of 
death among most races. 
Obsidimen also admire 
many of the other races’ 
beliefs, attitudes, and 
behaviors: the love of nature 
felt by elves and windlings, the 
trolls’ and dwarfs’ affinity for 
the earth, the orks’ desire to expe- 
rience all possibilities to their fullest, 
the dazzling versatility of humans who 
can learn so much of the world, and so on. 


COMMON DISCIPLINES 


Obsidimen follow the fewest Disciplines of any Name-giver 
race because the requirements of many Disciplines run counter to 
an obsidiman’s physical and emotional nature. Obsidimen most 
often follow those Disciplines that require a love of learning and 
a strong connection with the earth. Most obsidimen adepts follow 
the Elementalist, Wizard, or Warrior Disciplines. 

Many also follow the Illusionist, Nethermancer, Troubadour, 
and Weaponsmith Disciplines. 


A A A 


Dwarfs pay well, but I don’t like their attitude. Of course, I 
don’t like most peoples’ attitudes. 


— Kraeg Yelloweye, ork Cavalryman in service to 
the Kingdom of Throal 


A A A 


Ors 


Orks have a powerful build, averaging 6 feet 3 inches in 
height and 225 pounds in weight. Large lower canines protrude 
over their upper lip and their body hair has a coarse texture, 
almost always colored black or gray. Some orks appear nearly 
hairless, and head hair usually grows in sparsely but with the 
thickness of fine wire. Common skin colors include olive green, 
beige, pinkish-white, tan, and ebony. Their ears are pointed, and 
about a quarter of the population show elongated ears. Natural 
life span for an ork averages 40 years, though some live 60 years 
or more. Orks reach their physical maturity in their early teens. 

Orks recognize only a loose concept of family, giving greatest 
loyalty to their tribe. Social organization within the tribe varies 
considerably, as orks often adopt social structures of the other 
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races with whom they interact. Isolated tribes usually contain COM MON DISCIPLINES 


only two authority figures, however, the war chief and the shaman. 


Most ork tribes live in tents as nomads, but will willingly inhabit Orks tend to follow Disciplines that allow them to seize life 
any kind of dwelling. and live each moment to the fullest. Most ork adepts follow the 
Beastmaster, Cavalryman, Scout, Thief, and Warrior Disciplines. 

Somewhat fewer orks become Elementalists, Illusionists, 

ROLEPLAYING RINTS mv Pe Nethermancers, Sky Raiders, Swordmasters, and 


Troubadours. 
Very few orks follow the Air Sailor, Archer, 
Weaponsmith, and Wizard Disciplines. 


Of the Name-giver races, orks 
fell first to enslavement by their 
fellow Name-givers in Barsaive 
as well as by the Therans. 
Although the orks became 
a free people centuries 
ago, their ancestors’ 
slavery left its mark on 
the race. In general, 
orks are extremely 
sensitive to any 
suggestion that 
other Name-givers 
regard them as less 
than equals. Though 
most Name-givers 
no longer regard orks 
as lesser beings, the 
few who still do justify 
(at least in an orks mind) 
the race’s view of itself 
as the perennial subject of 
racist bigotry. 

In addition to giving them ; Sag 
a hair-trigger sensitivity to slights, = : 
the orks’ experience of slavery gave ROLLS 
them an intense love of freedom. They despise y 
slavers as they despise few things, and many orks spit by reflex The average troll height is 8 feet 6 inches, 
at any mention, however oblique, of the Theran Empire. The and average weight is 500 pounds or more. Skin colors range 
orks’ history of enslavement combined with their relatively short from olive to mahogany-brown. Troll skin has a rough texture, 
lifespan prompts this race to value and embrace what they call _increased by the ridges, spines, or plating resulting from deposits 
“seizing life and shaking it” in an effort to experience fully every of trolthelia, a substance similar to the material that forms 
possibility allotted to a single lifetime. An ork who attemptsanew rhinoceros horn. Body hair is sparse except on the chest, and 
experience or skill and fails dusts himself off and tries again. head hair grows considerably thicker and longer than 
And again. And again, until he either succeeds or dies. human hair. Lower canines protrude from the 
For an ork, to die with some task left undone or mouths of a slight majority of 
some potential left unfulfilled is the only real trolls. The nose is broader 
failure. than the human nose. 

A player creating an ork character Trolls exhibit fierce, 
must account for the racial peculiarity aggressive personalities. 
known as gahad. A physical sensa- The average natural life 
tion similar to intense heartburn, span is 50 years, though 
gahad is a feeling all orks expe- some trolls have lived 
rience in response to certain, into their seventies. 
specific stimuli. When gahad Trolls reach physical 
occurs, the ork must act on his maturity in their 
immediate impulse or else face early teens. 
the misery of a gahad hang- Trolls are fiercely 
over. Each ork has different loyal to their family 
specific impulses that trigger or clan. Multiple 
gahad, but all orks suffer at clans can organize 
least two stimuli that trigger through the ritual of 
gahad and two that never trigger the trollmoot, gather- 
any response. For example, an ings of several clans 
ork may suffer gahad whenever he whose leaders swear 
hears any negative comment about the loyalty of their clans 
himself or his family, but easily shrug to one another, but such 
off even the vilest insult to the ork race. unified action remains rare. 

Troll clans often war among 
themselves when other enemies are 
lacking. Trolls prefer to live in caves, ice 

caverns, or other natural geographic features. 
They find dwarven or elven settlements more comfortable than 
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Take no back talk from 
anyone, not even an obsidiman. 
Stand for your word and make 
them stand for theirs. I gener- 
ally make an exception for 
windlings. They fly like blazes, 
and their tongues move just as 
fast. Open confrontation just 
encourages them. It is best to 
wait until they sleep, then pop 
their puny heads off. 

—Larus Baldurion, Sky 
Raider captain, making his 
traditional speech to a new 
crew 
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human or ork communities, and have been known to camp 
around obsidimen connected to a Liferock. Trolls find the serenity 
of the obsidimen calming and deeply moving. Their regard for the 
obsidimen often prompts trolls to choose sites near Liferocks for 
trollmoots. 

Troll culture places great value on honor, dividing it into 
three concepts: katorr, kat’ral, and katera. These terms can be 
roughly translated as personal, clan, and racial honor. Each troll 
defines and values these concepts in different ways, but nearly all 
trolls place some value on honor, and will fiercely defend it if they 
believe it has been slighted. 


ROLEPLAYING AINTS 


To characters of other races, trolls seem contradictory, 
contrary, confusing, and unpredictable-sometimes even psychotic. 
From his own point of view, however, a troll’s every action and 
attitude results from a perfectly logical, under- 
standable, and correct mindset. If others find 
his behavior volatile and bewildering, they 
simply fail to understand the one thing dearest 
to a troll’s heart: honor. 

A player roleplaying a troll should 
analyze everything that happens to 
him and around him in terms of 
personal, clan, and racial honor, 
from the greeting of a fellow 
traveler to the drunken 
muttering of a nearby 
dwarf in a tavern. 
Such a character 
may choose to not 
violently avenge 
every slur to his honor in 
order to devote his efforts and 
attention to more important 
things, but he hears every slight 
and he never forgets. If a char- 
acter repeatedly insults a troll, 
deliberately or otherwise, the troll 
eventually will take action. 

A troll born and raised in a lowland 
city, town, or village generally considers 
clan and racial honor less important than 
personal honor. A lowland troll understands and 
feels some sense of clan and racial honor, but only personal 
honor retains its highest value. For highland trolls, particularly 
Sky Raiders, all three aspects of honor carry equal and over- 
whelming importance. These characters may even take offence 
on the grounds of all three at the same time. 

Players creating troll characters must also take into account 
that almost everything in the world outside of a lowlander’s own 
home or a highlander’s own clan is built for smaller and lighter 
people. On his home ground or in combat, a troll can be graceful 
and lithe despite his height and bulk; in the average lowland 
tavern or shop, he seems to be the clumsiest oaf in Barsaive. 
The difficulties of coping with size offer endless possibilities for 
players interested in roleplaying a little slapstick to lighten things 


up. 


COMMEN DISCIPLINES 


Most troll adepts choose to follow the most active, aggres- 
sive Disciplines, namely, the Sky Raider and the Warrior. Some 
trolls also follow such specialized Disciplines as Beastmaster, 
Cavalryman, Scout, Troubadour, and Weaponsmith. 

Few trolls become Air Sailors, Archers, Elementalists, 
Illusionists, Nethermancers, or Wizards. 
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The name of our people? Well, my Theran friend, there are 
many stories that tell that tale. For the true one, you must listen 
very carefully to the sound inside your helmet. What? Oh, that’s 
just my tail. Listen carefully, for the truth will soon be revealed. 


—From the transcript of the trial of the 
tskrang pirate Theormaz 
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“SARANG 


T’skrang are reptilian beings with a flair for the dramatic. 
They average 5 feet 9 inches tall, and their tails add another 6 
feet of length. T’skrang weigh an average of 200 pounds, of which 
nearly 40 is the tail. T’skrang skin color ranges from verdant green 
to green-yellow or green-blue, with aqua-blue and even sunset-red 
variants. T’skrang have cauliflower-shaped ears set into 
the sides of their heads. 

T’skrang lay eggs, which take eight to 
ten months to hatch. The young t’skrang 
come into the world with their gender 

unknown. When they reach physical 
maturity after the first decade of 
life, their sex is revealed during 
puberty. The average t’skrang 
lifespan is 80 years. The 
tskrang talent for tale- 
telling casts doubt 
on their claims of a 
181-year-old _t’skrang, 
particularly because 
careful dwarven 
observations place the 
oldest known t’skrang 
at a mere 115 years. 
T’skrang scholars blame 
this variance on faulty dwarven 
calculations, which of course the 
dwarfs vigorously deny. 

T’skrang prefer to live in roofed dwell- 

ings along bodies of water, and submerge 
portions of their homes. T’skrang love to swim and 
immerse themselves in water, becoming sulky and irritable 
if unable to do so at least once a week. 

T’skrang give primary loyalty to their families, called nialls, or 
foundations. The niall is matriarchal, led by the eldest female in 
the foundation, called a lahala. A t’skrang village usually consists 
of between four and twenty nialls, who share responsibility for the 
focus of village life, the riverboat. Villages will occasionally band 
together to form trading companies, with the largest being called 
aropagoi, or Great Houses, led by a shivalahala. The aropagoi are 
the closest thing to a nation the t’skrang have built for themselves. 

T’skrang consider members of the other Name-giver races 
rather dull and boring. In turn, most other Name-giver races 
consider t’skrang overly flamboyant and somewhat frivolous. All 
races agree that each holds a unique and necessary place in the 
society of Barsaive, and so agree to disagree. 


ROLEPLAYING FINTS 


Two words from their own language best describe the primary 
characteristics of the t’skrang: jik’harra and haropas. Jik’harra, 
or “fearlessness,” is the attitude most t’skrang embrace as part of 
their struggle to reach the state represented by haropas, or “brave 
passion.” 

Roleplaying jikharra requires the character to face danger 
and peril head on, only boasting of their success afterward. 
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Unfortunately, those who find t’skrang lifestyles and attitudes 
hard to understand usually hear only the tale of the deed and never 
witness the t’skrang’s bravery. Thus, their very real and constant 
search for jik’harra comes across as mere bravado. It is true, 
however, that the seriousness of the danger is less important than 
the act of confronting the danger. 

Haropas is a state of communion with the 
Passions. Players can roleplay this aspect 
of the t’skrang by keeping in mind and 
acting on the four pillars of haropas: 
kiatsu, jikharra, p’skarrot and 
kyaapas. The first pillar is 
kiatsu, or “ritual preparation,” 
which requires t’skrang to 
confront their fears head-on. 
Each player may choose 
the fear their individual 
character must face. The 
second pillar is jik’harra, 
described above. The 
third pillar is p’skarrot, 
which means “measure” 
and “destiny.” To fulfill this 
aspect of haropas, char- 
acters must take stock of 
themselves in comparison to 
the world around them, and live 
a life full of rich experience and 
learning. The last pillar of haropas 
is kyaapas, or “balance,” which asks 
each t’skrang to balance his life between 
the demands of self and of society. 

The path to fulfilling this guiding principle of 
the t’skrang can lead in many, unique directions, providing 
the opportunity for each player character t’skrang to express his 
racial background differently. Remember also that there is nothing 
wrong with creating and roleplaying a t’skrang who chooses not to 
strive to achieve the ideals of haropas. 


COMMON DISCIPLINES 


Most t’skrang characters favor the more flamboyant or active 
Disciplines, often ignoring the ones they consider dull or passive. 
They most often follow the Disciplines of Elementalist, Illusionist, 
Swordmaster, and Troubadour, less frequently choosing the 
Disciplines of Archer, Cavalryman, Nethermancer, Warrior, and 
Wizard. The least popular Disciplines for t’skrang are Air Sailor, 
Sky Raider, Thief and Weaponsmith. 
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“Wheeeeeeeeeeee!” 


— Poorht, windling Thief, as he fled for his life after 
stealing the dagger of Captain Larus Baldurion, troll 
Sky Raider 
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INDLINGS 


Windlings are small, winged creatures. They average 
18 inches in height and weigh an average of 13 pounds. They fly 
using two double-wings, similar to a dragonfly’s, made of a tough, 
iridescent membrane. A windling’s skin color matches the brightest- 
colored elements of the environment in which it lives: icy white in 
a snow cap, the yellow and orange of meadow flowers, the glazed 
blue of the ceramic roof-tiles of the city of Travar. Skin coloration 
only changes after a windling has lived in the same place for two 
or three months. Then, in the space of three nights, the windling’s 


skin changes to match its current surroundings. Windlings grow 
very little body hair, though their head hair can be luxurious. Their 
ears come to a sharper point even than elven ears. Windlings 
mature physically over 30 years, reaching a natural life span of 170 
years. Their appearance does not age during this time. 
Windling society can best be described as haphazard. 
Windlings often speak of a class of nobles who 
rule them. Although they will obey a direct 
order from a noble, the social hierarchy 
stops there. Windlings acting on 
orders from their queen cannot 
wield authority over other 
windlings by virtue of these 
orders, but may persuade 
other windlings to seek out 
the queen to determine for 
themselves that the orders 
are legitimate. 
Windlingsarehappiest 
when living outdoors, 
taking shelter under or 
inside whatever nature 
can provide and windling 
magic makes comfortable. 


ROLEPLAYING 
HINTS 


Windlings typically desire new 
experiences and new sensations above all 
else. They seek and gain these new experiences 
and sensations by living passionately and main- 

taining their freedom. Windlings throw their entire being into 
the moment. They rarely feel merely “fine,” they feel “excellent!” 
They do not feel “refreshed,” they feel “exuberant!” In all things, 
windlings seek to experience the extreme. Windlings embrace each 
day for the opportunity to expand their experience and to change 
and fiercely protect the freedom that allows them to do so. 

Windlings are often accused of being flighty and impractical. 
Other Name-givers are often driven to distraction by the windling’s 
exuberance and their seeming inability to stay focused on a single 
thought or course of action. What the larger races don’t understand 
is that windlings do pay attention —it’s just that they pay atten- 
tion to everything at once, rather than one thing to the exclusion 
of others (unless that thing is trying to kill them, of course!). In 
part, this is due to the windling’s ability to fly. A windling in flight 
not only has to worry about what is in front of him, but everything 
around him as well— above him, below him, behind him, ahead of 
him, and to both sides. While walking into a wall might be painful 
and humiliating for a dwarf, flying into a branch can be deadly for 
a windling. 

This distracted state is furthered by the windling ability to 
sense astral space. Their ability to discern magical patterns gives 
them yet another thing to pay attention to, dividing again their 
already thinly-stretched attention. On the other hand, this ability 
often allows windlings to notice things that their bigger friends 
miss. 


COMMEN DISCIPLINES 


Windlings prefer to follow the most active and exciting 
Disciplines. While any Discipline can be made to be exciting, as a 
rule, windlings find certain Disciplines generally dull. Windlings 
most commonly follow the Disciplines of Beastmaster, Elementalist, 
Illusionist, Scout, Swordmaster, Thief, Troubadour, and Warrior, 
with fewer of that race attracted toward the Disciplines of Archer, 
Cavalryman, and Wizard. Few windlings become Air Sailors or 
Weaponsmiths. 


